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This product is marketed in NZ under an exclusive distribution licence held by Coin Cascade Ltd. 
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Williams Bad Cat Pinball Beast Busters 
-good condition $2000 +gst - 3 player dedicated gun game 
Phone (03) 547 5690 - 26" electronic coin mech 


$4500 +gst 


Thunderblade simulator 
- fully imported moving unit 
$2500 +gst 


Phone (03) 338 1411 


Line of Fire 


Phone (04) 566 5056 - dedicated twin sit down double 


Skeeroll units 

- American fully imported 
- approx 18 months old 

- excellent condition 


- good earner on arcade location 
$6500 +gst 
Phone (03) 338 1411 


PINBALL SELL 


$6400 +gst 
Hot Hand $800 
Phone (03) 338 1411 eens $2500 
Magic $900 
Trident 800 
Asterix $700 ieee 5 
Soccer $700 
Euro Champ Soccer $1300 Liberty Bell $7000 
Fix Eight $800 . 
Olympic Soccer $1000 
Ph 07) 346 3783 
Streetfighter II $1200 one) 
Phone (09) 524 5773 


"SELL CONTROLS 
Se Wehave arange of brand newAmerican 


5x 20" NZ Taito cabinets controls for sale at $10 each. 
- good condition $400 each 
Phone (07) 888 8695 


Phone (03) 338 1411 


"Ask about our Finance options" 

Auckland/Northland: Kevin Grundy Ph (09) 524-8770 Fax (09) 525-0250 
Cc Central N/I: Robert Briggs Ph(07) 346-3783 Fax (07) 346-3784 

Lower N/I: Mike De Ruyter Ph (04) 569-9107 Fax (04) 569-9107 
South Island: Gary Walker Ph (03) 338-1411 Fax (03) 338-1410 
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CHARTS | 


Australia (as published in Timezone) 

Dedicated Games 

1. Sega "Virtua Racing’ 8. Sega ‘Stadium Cross' . Bally ‘Dr Who' 

2. Midway 'NBA Jam’ 9. Sega 'Exhaust Note' . Williams 'Fish Tales' 


. Jaleco 'Wild Pilot’ 10.Midway 'Mortal Kombat . Bally 'Addams Family' 


. Konami 'Lethal Enforcer’ Pinball . Williams 'Terminator 2' 
. Namco 'Suzuka 8 Hours' — 1. Williams 'Dracula’ 8. Williams "The Getaway' 
. Namco 'Final Lap 3' 2. Bally ‘Creatures of the Black Lagoon' 9. Bally ‘Party Zone’. 

. Atari 'Mad Dog McCree 2' 3. Williams 'White Water’ 10.Bally 'Blackrose' 


USA (as published in Replay) Best Deluxe Videos 
Conversion Games Dedicated Games 1. Williams 'NBA Jam' 

1. SNK '3 Count Bout 1. Sega "Virtua Racing’ 2. Midway ‘Mortal Kombat’ 
2. Capcom 'SFII:CE Turbo' 2. Namco 'Suzuka 8 Hours' 3. Konami 'Lethal Enforcers' 
3. Strata 'Time Killers’ 3. Sega ‘Stadium Cross' 4. Capcom 'SF2:CE' 

4. Capcom "Warriors of Fate’ 4. Jaleco 'Grand Prix Star' 5. Taito 'Super Chase' 

5. SNK 'World Heroes 2' 5. Konami 'X-Men' Pinballs 

6. Bundra 'Neck n' Neck' 6. Atari ‘Steel Talons' 1. Williams "Twilight Zone' 
7. SNK ‘Fatal Fury 2 7. ALG 'Mad Dog McCree 2' 2. Gott/Prem 'SFII' 

8. SNK 'World Heroes' 8. Sega 'Exhaust Note' 3. Midway 'Addams Family' 
9. Irem 'Irem Skins' 9. Atari ‘Four Trax' 4. Midway 'Creature/Lagoon' 
10. SNK 'Super Sidekicks' 10. Namco 'Final Lap 2' 5. Data East 'Rocky & Bullwinkle’ 


Japan (as published in the Japanese Game Machine Magazine) 
Conversion Games Dedicated Games Pinballs 

1. Data East ‘Fighters History’ 1. Konami 'Lethal Enforcers' 1. Midway ‘Dr Who' 

2. Capcom 'SFII:CE Turbo' 2. Sega 'Title Fight’ 2. Williams 'Fish Tales' 

3. Compil/Sega 'Puyo Puyo' 3. Namco 'Lucky & Wild’ 3. Data East ‘Lethal Weapon 3' 
4. Taito 'Quiz Life Theatre’ 4. Sega 'Virtua Racing Twin’ = 4, Midway 'Addams Family' 
5. SNK ‘Fatal Fury 2' 5. Sega 'Virtua Racing Deluxe’ 5. Williams 'Getaway' 


Hong Kong (as published in Coin Slot UK) 

Conversion Games Dedicated Games 

1. Capcom 'Cadillacs & Dinos' 6. Toaplan 'Grind Stormer' 1. Sega 'Virtua Racing’ 

2. Irem 'In The Hunt' 7. Comad 'Jump Kids' 2. Namco 'Suzuka 8 Hours' 
3. Data East 'Fighers History' 8. Seibu 'Zero Team' 3. Namco 'Final Lap 3' 

4. SNK 'World Heroes' 9. Irem 'R Type Leo' 4. Jaleco 'Grand Prix Star' 
5. Capcom ‘Block Block' 10.Konami 'Premier Soccer’ 5. Atari 'Race Driving’ 


"Ask about our Finance options" 

Auckland/Northland: Kevin Grundy Ph (09) 524-8770 Fax (09) 525-0250 
Central N/I: Robert Briggs Ph(07) 346-3783 Fax (07) 346-3784 

Lower N/I: Mike De Ruyter Ph (04) 569-9107 Fax (04) 569-9107 

South Island: Gary Walker Ph (03) 338-1411 Fax (03) 338-1410 
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This product is marketed in NZ under an exclusive distribution licence held by Coin Cascade Ltd. 


THOUGHTS 


De FROM TYCOON) = 
=" TOPICS FOR AN EVEN BETTER ~ 
BUSINESS AND PERSONAL LIFE 


"Tf others can do it you can do it" 
"You won't know until you have experienced” 
"The more self confidence you have the more you will succeed" 

"People rarely succeed at anything unless they have fun doing it" 
"When a person's subconscious becomes convinced of a fact, whether it is true or 
false, it becomes a reality in their life” 

"Tf you don't make a decision someone else will make it for you" 

"You can be stopped by others temporarily, but only you can do it permanently" 
"People don't fail - they give up trying” 

"What you say about someone else says more about your” 

"The best way to escape from a problem is to solve it” 

"Winners are doers rather than dreamers" 

"A fantastic idea won't work until someone with ability and energy makes it 
work” 

"Whe you have finally learned to enjoy life, 
life itself is the reward” 


Pha coiiainball wine bacieetihe: old pinball at the back of the 
arcade has just about had it Fred. 


You should seriously think about 
replacing it mate. Anyway, the 
newer games have got loads of} 
great new features on them ... 


S6 - Multi-Credit, 

Multi-Player Validator 

Designed specifically for the Amusement 
market, the S6 incorporates multi-player and 
on-board credit facilities making it the most 
featured and cost effective coin validator 
available in this market. 


The S6 supports up to 4 players, replacing the 
need to provide one validator per player. All 
player select inputs are directed into the S6 
and corresponding credit information is then 
passed by the S6 to the amusement machine 
for display on the game screen. 


A separate Credit display is also available to 
indicate the total number of credits being 
held by the S6 at any time. 


The S6 provides a coin independent credit 
facility. Replacing the traditional credit 
board, this built-in feature has up to six 
programmable credit thresholds which may 
be used to issue bonus credits as each cash 
threshold is reached. These bonus credits 
may be issued directly to the game board or 
stored within the S6. 


NOW IN STOCK 


"Ask about our Finance options" 
Auckland/Northland: Kevin Grundy Ph (09) 524-8770 Fax (09) 525-0250 
Central N/I: Robert Briggs Ph(07) 346-3783 Fax (07) 346-3784 

Lower N/I: Mike De Ruyter Ph (04) 569-9107 Fax (04) 569-9107 

South Island: Gary Walker Ph (03) 338-1411 Fax (03) 338-1410 
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This product is marketed in NZ under an exclusive distribution licence held by Coin Cascade Ltd. 


SNE O07 
_ NEW ZEALAND NEWS 


. One new company in NZ is so 
convinced about the long term earning 
ability of “Dr Who” that it recently ordered 
20 more units. It recommends this pin as a 
title that appeals to a variety of locations 
and more importantly is played by both 
novice and expert alike. 


ad The “Twilight Zone” sample has 


only just arrived in NZ and yet the strength 
of the game is already apparent. Large 
crowds are constantly around the game 
players and the pricing of $1 per game with 
no bonus for $2 (standard pricing since 
“Creatures”) is certainly not slowing it 
down. John Wheaton from Hamilton was 
so interested in the game that he flew down 
for the day just to view it. Operators 
wanting to ensure delivery from the first 
shipment of these units (August delivery 
approx) are asked to contact their local 
agent. | 


. Hoyts recently opened their latest 
and largest multy-plex cinema facility in 
Christchurch. Although just a few hours 
before opening it appeared that they hada 
huge task ahead of them the centre was 
opened fully functional and on time. 
According to Hoyts operations manager 
Jon Welch there was never a doubt that this 
would be the case as just four hours before 
they opened their Lower Hutt theatre they 
did not even have carpet on the floor and 
yet managed the opening without a hitch. 
Next in their plans is the opening later this 
year of a centre in Dunedin. 


C 


"Ask about our Finance options" 
Auckland/Northland: Kevin Grundy Ph (09) 524-8770 Fax (09) 525-0250 
Central N/I: Robert Briggs Ph(07) 346-3783 Fax (07) 346-3784 

Lower N/I: Mike De Ruyter Ph (04) 569-9107 Fax (04) 569-9107 

South Island: Gary Walker Ph (03) 338-1411 Fax (03) 338-1410 
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_ Classifications Censorship Bill”. 


° Jim and Marcia Gibbons from 
Nelson recently dropped in on their way to 
two weeks in sunny Australia to follow the 
horses. Despite the gloom of the “Japanese 
Green Tea” business and the cost of new 
equipment it is good to see some operators 
still like to donate to this charity. Still Jim 


_ that fax I got from Hong Kong must indicate 


that perhaps it was the Kowloon trots you 
went to see? 
Media Attention 


° Many of you will have read about 


the recent select committee meeting on 
the new “Films/Videos and Publications 
It is 
interesting to note that independent youth 
campaigners with very negative ideas about 
our products are still well organised enough 
to put in an appearance and provide the 
press with more than enough “standard 
cliches” about our product but where is the 
industry to balance this type of rubbish. 

Operators who are concerned about 
this exposure and the ramifications of the 
new legislation should write to The 
Honourable Mr Lee, Minister of Internal 
Affairs, Parliament House, Wellington and 
detail to him your concerns. 

Pinball Leagues 


e These have started on a trial basis 


around the country. Operators who are not 
afraid of a little extra work for a great 
return should contract their local agents for 
details. 


SME O07 


New Zealand Dollar 


It is pleasing to see that our dollar is 


not only holding against most currencies 
(excluding of course the Yen) butis actually 
improving against the Australian and 
American currency. This improvement 
will nullify some of the recent price 
increases from suppliers on some units and 
while our currency continues to hold will 
provide astabilising effect for goods bought 
in these currencies. 


: Sega Virtua Racing: This top game 
will be available soon to NZ operators. 
Test results on sample units have proven 
this game to be well clear of any other 
product available today. 


Virtual Reality 


° For those that missed the twin unit 
“Cyber 1000 machines” on their whirlwind 
tour of NZ - good news. These units will 
now be permanently stationed at Stages 
Timeout Centre in Auckland. New 
adventures are also being added and 
certainly this is a must do for those of you 
who want to see one manufacturers view of 
the future. 


New Depreciation 
Rates For Games 
ag The much heralded new depreciated 


rates for cabinets, pinballs and dedicated 
units were recently released. Our industry 


"Ask about our Finance options" 
Auckland/Northland: Kevin Grundy Ph (09) 524-8770 Fax (09) 525-0250 
Central N/I: Robert Briggs Ph(07) 346-3783 Fax (07) 346-3784 

Lower N/I: Mike De Ruyter Ph (04) 569-9107 Fax (04) 569-9107 

South Island: Gary Walker Ph (03) 338-1411 Fax (03) 338-1410 


should be represented under the Leisure 
Classification but seems to have no 
classification here that directly applies. 
The published rates are: 


Estimated Depreciation 

useful life Rates 

(years) — Diminishing Straight 
Value Line 


Gambling machines 
Gambling machines 
Billiard Tables 
Games Equipment 
Juke Boxes 
Pool Tables 
Snooker Tables 
Leisure equip not 
specified 


While we are presently seeking 
clarification on this matter lets hope we fit 
under either “Games Equipment” or 
“Leisure equipment not specified.” 


Creatures of the 
Black Lagoon 


> Our latest pinball was shipped to 
customers on $1 per game with no bonus 
for $2 coins. To date this has not raised an 
eyebrow amongst 99% of customers and 
has certainly added to the cashbox take. 
With top games “Dracula” and “Twilight 
Zone” due out next it is a good time to 
sustain this increase. 


ME O07 


USA 
AMOA’s Expo ’93 Heading to California for 
October 21-23 Meeting 

. Chicago - For the first time, California will 
play host to the Amusement & Music Operators 
Association’s international exhibition and educational 
seminar for the coin operated amusement, music and 
vending industry. 

AMOA Expo ’93 will be held Thursday, Friday 
and Saturday October 21-23 at the Anaheim Convention 
Centre in Anaheim, California. Informationon AMOA 
Expo ’93 is now being mailed to prospective exhibitors. 

More that 850 booths are expected to be sold 
for Expo ’93 which will feature the latest in pinball 
games, video games, CD jukeboxes, electronic darts, 
pool tables, cranes, computer technologies, redemption 
equipment, plush and supplies, gaming equipment, 
coin counters/validators, monitors/power supplies, 
kiddie rides, cigarette vending and other coin-operated 
equipment/technologies from the world’s leading 
manufacturers and suppliers. 

In addition to the exhibition, educational 
seminars at Expo ’93 will address a variety of technical 
and management issues. 

Twilight Superpin Release 
° Twilight Zone is the new “Superpin” pinball 
from Bally/Williams, with a host of new player features. 

The game itself is based upon the famous 
television series of the same name and is played on what 
the manufacturer claims to be “larger than ever before 
playfields.” 

Along with features such as Magnaflip, 
Powerball, Gumball Machine, Power Field and the 
Clock there is a “buy-in” facility. 

This, according to Bally, is a pinball first in 
that players have the option to buy an extra ball at the 
end of a game. 

All scores and game features commence at the 
level where gameplay was last ended. 

Pinball World Gathers For Third IFPA 
Championships 
. Milwaukee - The AMOA International Flipper 
Pinball Association will stage its Third Annual World 
Pinball Championships Friday, Saturday and Sunday 
May 21-22 at the Grand Milwaukee Hotel in Milwaukee. 

Hundreds of pinball players from throughout 
the United States and the world are scheduled to compete 
in the Championships for more than $15,000 in cash 
and prizes. 

One hundred new flipper pinball games will 
be played in the tourney, with 25 from each of the 
IFPA’s four manufacturer sponsors - Bally/Midway, 
Data East Pinball, Premier Technology (Gottlieb) and 
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Williams Electronic Games. 

The IFPA’s own tournament format will 
govern play. Games are three balls per play, tilts will be 
“conservative” and two-tilt warnings will be given. 
Each match will be a series of head-to-head games, and 
double-elimination will be in effect. 

Entry fees are from $2.50 to $30 per player 
(dependent upon division). 

NYPD Foils Armed “Uzi” Gang, Ends Hijackings 
? New York - New York City police have broken 
up a hijacking ring that had stolen 50 jukeboxes and 300 
video games from locations throughout the Big Apple’s 
five boroughs. The property was valued at $1.5 million. 

The three-month robbery spree ended for the 
Uzi-toting gang on January 27, when police raided a 
South Bronx food market and discovered a number of 
the stolen jukes and games. According to an NYPD 
spokesman, the gang hit dozens of locations throughout 
the city in broad daylight, brandishing automatic 
weapons before trucking out the equipment in a van. 
The contraband was then sold to small food stores, bars 
and restaurants at “bargain basement” prices - for as 
little as a few hundred dollars per piece. 

The gang’s final haul occurred on the day of 
their arrest, when three masked men burst into a 
Whitestone, Queens cafe shortly before noon and ordered 
several customers and the bartender into the men’s 
bathroom. 

One of the men was toting an Uzi according to 
the cafe’s owner. The gunman forced the owner and 
several of her girlfriends into the ladies restroom and 
locked the door. He warned them to remain quiet while 
his partners emptied the cash register and loaded a CD 
jukebox into a van. 

ENGLAND 
Sega Game Faces Ban 
° A computer game destined for the home market 
from Sega is facing a ban from major stockists 
throughout the UK, because it features realistic scenes 
of murder and torture. 

Harrods is one of the first stores to consider 
boycotting the game, called Night Trap, following 
protests from MPs and Hamleys toy store could also 
refuse to stock the disc, which can be used in conjunction 
with a Mega CD console. 

Night Trap features the mutilation of five 
scantily-clad actresses and a spokesperson for Hamley 
expressed concern at the content of the material. The 
only store to so far confirm it will sell the game is 
Comet. 

The video games industry came under 
uprecendented attacks last week in editorial columns in 
both the Daily Express and the Daily Mail newspapers. 


Controls (Rotary type) 


‘Controls (MCA type) 1 off 
10 off 
50 off 

BUTTONS 
Button (MCA type) 1 off 
10 off 
50 off 
Dummy buttons (plugs) 1 off 
10 off 


MCA button micro switches 
MCA spanners 


CONTROL PANELS 


1) Standard/Taito/Simpo Cabinets-complete 


Single player complete 

Double player complete (3 button) 
Neo-Geo complete (4 button) 
Streetfighter complete 

3 player complete (3 button) 


4 player complete (wooden/overlay) 


4 player mylar overlay 
Taito Japan complete (3 button) 


IMME OU 


CONTROLS 


$110.00 
$30.00 
$28.00 
$25.00 


$6.00 
$5.50 
$5.00 
$4.00 
$3.00 
$3.00 
$10.00 


$120.00 
$190.00 
$210.00 
$240.00 
$300.00 
$540.00 

$85.00 
$200.00 


2) N/G Range of Cabinets - complete 


Double player complete 
Neo-Geo complete 
Streetfighter complete 

4 player complete (metal) 

3) Metal Work Only 
Standard/Taito/Simpo Cabinets 
Single player/2 player/500 wide 
Neo-Geo style 

Streetfighter style 

Three player style 

4 player-wooden base/metal top 
Taito Japan style 

N/G Cabinets 

Double player style 

Neo-Geo style 

Streetfighter style 

Four player style 

4) General Parts 

Special bolts/nuts 

Control panel clamps 

Molex connectors - 12 way 
Molex connector pins 


$220.00 
$250.00 
$280.00 
$530.00 


$46.00 
$50.00 
$46.00 
$90.00 
$260.00 
$70.00 


$80.00 
$80.00 
$80.00 
$295.00 


$1.00 
$8.50 
$2.50 
1 
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COIN ACCEPTORS - ELECTRONIC 


Microcoin S6 complete with built in 
credit board 

Micromate optional programmer 
for the microcoin 

NRI G13-0004 

NRI Front plate only $30.00 

Universal Credit PCB $110.00 

Universal Credit PCB/edge connector $117.00 

Credit Display Units $75.00 


COIN ACCEPTORS - MECHANICAL 


$366.00 


$262.00 
$345.00 


Video game type (S1) 20c,50c1 off $55.00 
10 off $50.00 
Pinball type (S10) 20c,50c,$1,$2 $56.00 


Coin acceptor return springs (S10) $4.00 


Front stainless plate $20.00 
AVE coin acceptor - 20c, 50c 1 off $130.00 

: 10 off $110.00 
Coin acceptor microswitches $15.00 


KORTEK TUBES/MONITORS 


Tube/Monitor/Transform 26" 1 off $890.00 
(Kortek Original) 10 off $790.00 
Tube/Monitor/Transform 20" 1 off $480.00 
(Kortek Original) 10 off $445.00 
Kortek 20" Tube $260.00 


Korteck 20" Monitor 
Korteck 26" Transformer 
Korteck 26" Tube 

Korteck 26" Monitor 

TV 20" Transformer 
Plastic Tube Surround 26" 


$260.00 
$60.00 
$470.00 
$450.00 
$45.00 
$45.00 


POWER SUPPLIES 


Digital readout/15 amp/subboard 1 off $130.00 


10 off $115.00 
Digital readout/15 amp 1 off $95.00 
10 off $90.00 


Standard/15 amp/subboard 1 off $110.00 
10 off $100.00 


Standard/15 amp 1 off $80.00 
10 off $70.00 
Subboards with L.E.D's $30.00 


ME OU 


Manufacturer of the Year 


Williams/Bally - Midway has been on a winning steak fora 


long time; we take an in-depth look at the factory to discover 
the reasons why. 


“Coin-op manufacturer of the year” - that 
title can only belong to Williams/Bally-Midway. 
Distributors awarded the honour to the Chicago factory 
at this year’s ACME. And how do operators feel 


about this company? Well, just look at the equipment | 


popularity chart in the front of this magazine. 

In our April issue, WMS’s NBA Jam was 
ranked the number one dedicated game. Kits? Mortal 
Kombat in kit form is pulling a higher rating (9.42 out 
of a possible 10) than any other conversion around. 
Pinball? WMS strongly dominates this category as 
well, having established a modern-day industry sales 
record with Addams Family ... whichremained number 
one on our chart after more than a year. WMS 
typically holds six out of 10 spots on our top pinballs 
rating chart, too. 

If you think about it, WMS has been on a 
winning streak for a very long time. They have gone 
from hit to hit: Pinbot and High Speed in the 80s, 
returning to video later on with games like Narc, 
Terminator 2, the High Impact titles and the current 
chart-toppers ... not to mention novelties like Slugfest 
and Hot Shots, plus their shuffle alleys and now their 
successful line of gaming products. In truth, the 
factory seems to have developed a Midas Touch when 
it comes to electronic entertainment. 

How do they do it? We spent a couple of 
days at WMS, seeking the answer. We chatted with 
company execs, game designers and experts in 
manufacturing, service, quality and inventory control. 
We walked the assembly lines and saw the hi-tech 
manufacturing equipment and modernised production 
systems. 

We found that WMS’s success rests on 
severai key factors. The first is obvious: they have a 
lot of talented and skilled people who work extremely 
hard, from the designers to the PCB-punchers. The 
night security staff knows the company’s execs by 
sight. Assembly line workers boast 
an average 19 years of experience. 

The second factor in 
WMS’ ssuccess is an extraordinarily 
high level of teamwork. Creating a 
WMS game today is a “total factory 
effort” an integrated program from 
Day One of anew concept, including 
licensing, manufacturing, sales and 
marketing disciplines ... right 


through design, prototypes, market tests, production 
shipping and service support. 

The company certainly has “stars” in the 
design offices, but that’s only the one element of the 
team. Williams/Bally-Midway also has VP and 
General Manager Ken Fedesna who jealously protects 
and supports the engineers. It has Sales & Marketing 
VP Joe Dillon, who pays special attention to 
distributors. It has Marketing Director Roger Sharpe, 
who builds creative relationships with other 
entertainment industries, and keeps a spotlight on the 
fun and excitement of the games themselves. And, 
atop the whole structure, the company has President 
Neil Nicastro and Chairman Lou Nicastro, who keep 
a sharp eye on business realities. Teamwork! 

A third key ingredient to WMS is a truly 
professional attitude. They’re focused on a single 
objective: making games that earn the best possible 
income for operators. You don’t hear them putting 
down the competition. Like all winners, they’ re more 
interested in competing with themselves, trying to top 
yesterday’s benchmark, and finding new ways to 
reach higher levels of excellence. 

One way WMS is reaching for greater 
excellence is aggressive, ongoing modernisation of 
plant and equipment. This comprises a fourth major 
element in explaining the WMS success story. The 
organisation is simply unwilling to build tomorrow’ s 
games out of World War II-era tool and die works. In 
recent years, the firm has integrated more and more 
computerisation and up-to-the minute management 
theory and efficiency techniques into its production, 
parts, service and shipping operations. The difference 
is fewer mistakes, lower overhead, incredibly flexible 
assembly lines, and faster customer response time ... 
to name just a few benefits. 

As the industry moves to a new era of hi-tech 
“under the hood” and a new era of professionalism in 
the front office, Williams/Bally- 
Midway is a sterling example of 
what a modern, successful coin-op 
manufacturing company “should” 
look like. In the coming years, you 
can count on them winning some 
more plaques and trophies to hang 
next to that “Manufacturer of the 
Year” award. 


NE OU 


PCB PRICES 


ALL PCBS INCLUDE: MYLAR AND TWO PLAYER LOOM 


Virtua Racing Deluxe Sreetfighter IICE - 
(Sega dedicated) Hyperfight Kit 


- Dedicated sit down twin driver with ? tubes, - Upgrade your CE game to 


electronic mech & quality finish. Hyperfight for better earnings. 
- The latest in technology. 


NBA JAM 


This product is marketed in NZ under an exclusive distribution licence held by Coin Cascade Ltd. 
(dedicated - 4 player) 

- Earnings in excess of "Mortal Kombat" but with a pure sports theme 

- Just in time for the NZ season 


- Available early May. 


MACROSS 


NEO-GEO KITS 


(Vertical 2 player) 
- Top fighting game with continued excellent earnings (All Neo-Geo games/products are marketed in 
- Ideal long term earning. $1390.00 


NZ under an exclusive distribution licence held by 
Coin Cascade Ltd.) 


1 slot kit $1500 
2 slot kit $1700 
A slot kit $2010 
1 slot complete with World Heroes II $2010 
2 slot complete with World Heroes II $2200 


4 slot complete with World Heroes II $2510. 


NEO-GEO GAMES 


- 3 Count Bout $935 
- World Heroes 2 $850 


PINBALLS 


This product is marketed in NZ under an exclusive distribution licence held by Coin Cascade Ltd. 


In Stock Creatures of the Black Lagoon 
Available Dr Who 

This pinball was initially badly received in NZ but now months after its release it is still top earning in a 
location near you. We are able to obtain further brand new units for customers who missed out last time. 


ADD G.S.T. TO ALL PRICES IN THIS BOOK 


"Ask about our Finance options" 

Auckland/Northland: Kevin Grundy Ph (09) 524-8770 Fax (09) 525-0250 
Central N/I: Robert Briggs Ph(07) 346-3783 Fax (07) 346-3784 

Lower N/I: Mike De Ruyter Ph (04) 569-9107 Fax (04) 569-9107 

South Island: Gary Walker Ph (03) 338-1411 Fax (03) 338-1410 
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510 


per carton 


"Ask about our Finance options" 

Auckland/Northland: Kevin Grundy Ph (09) 524-8770 Fax (09) 525-0250 
Central N/l: Robert Briggs Ph(07) 346-3783 Fax (07) 346-3784 

Lower N/I: Mike De Ruyter Ph (04) 569-9107 Fax (04) 569-9107 

South Island: Gary Walker Ph (03) 338-1411 Fax (03) 338-1410 


NEW STOCKS ARRIVING 


PINBALL GLOBES 


Back by popular demand 


— . - 
: SE, 


es FLASHLIGHT LAMPS 
“CK” PRE - FOCUSSING BULBS” 


“regular price 80c 


CONTROLS 
$14 EACH 


DEGAUSSING 
WAND 


Get those pictures perfect 
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"Ask about our Finance options" 

Auckland/Northland: Kevin Grundy Ph (09) 524-8770 Fax (09) 525-0250 
Central N/I: Robert Briggs Ph(07) 346-3783 Fax (07) 346-3784 

Lower N/I: Mike De Ruyter Ph (04) 569-9107 Fax (04) 569-9107 

South Island: Gary Walker Ph (03) 338-1411 Fax (03) 338-1410 
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Some people like car race games, while there 
are others who simply like the opportunity to blast 
away with video weaponry. The people at Namco 
thought about this bit, and decided the best way to 
satisfy these two groups of people was to come up 
with something that brought them together. Sort of 
like putting jelly together with peanut butter, or raw 
fish with rice as the case may be. 

The result of all this mental effort is Namco’s 


latest cockpit game, Lucky and Wild. The story is 


this: Lucky and Wild are two narcotics agents with a 
mission. That mission is, simply run down and blow 
away the bad guys. Players seat themselves facing a 
screen with has a mirror above it; this allows the 
players to actually see “themselves” as Lucky and 
Wild’s faces are visible. Player one can both drive and 
shoot, while player two’s position is dedicated 
exclusively to shooting. For player one, this is tough 
because the shots have to be exactly on target to have 
any effect, and that player also has the steering wheel, 
accelerator, and brakes to contend with. As it this 
wasn’t hard enough, the game’s action goes all over 


Any reader of Marvel Comics books knows 
that the folks there have lots and lots of characters 
swinging around in their tights protecting the rest of 
us normal folk from evil plotters and their nasty 
schemes. 

One character got his start a long time ago, 
hanging around with a couple of guys, names of Nick 
Fury and Captain America. He also hung out 
occasionally with a certain web headed type, but 
finally got set up doing his own thing. Now, in the 
wake of their Cadillacs & Dinosaurs success, Capcom 
has brought this menacing chap out into his own 
video game: The Punisher is here. For two players 
choose between The Punisher and Nick Fury in this 
game. The object is, of course, to battle through each 
stage to duel with the boss waiting at the end. Scully, 
a hulking ninja-type, waits at the end of the first one, 
followed by Guardoid (arobot created by the Fantastic 
Four’s old foe Doctor Doom), Bone Breaker (half- 
man, half-tank), Bushwacker (a professional assassin 
with a machine gun instead of aright arm) and finally, 
the big guy himself: Kingpin. 

Game play is relatively simple. The joystick 
and two buttons option rules here, with the buttons 
governing attacks and jumps. As in Capcom’s Final 


the place and the bad guys chuck stuff out into the 
road to block the way. Only true pros can nail the bad 
guys. If you do get hit by some of the incoming fire, 
then Lucky and Wild’s faces show the reaction you 
should be feeling. Get back on the road and get even! 


Fury, the techniques depicted with repeat attacks on 
an opponent change as the battle unfolds. Pressing 
the buttons in different combinations unleashes a 
variety of attacks, including the Death Lift (pick up 
and throw opponent by pressing the attack button 
when he’s down) and the Hell Swing (press both 
buttons at once). Pick up food and other items as you 
go along to replenish energy and build up firepower. 
As ol’ Stan Lee himself would say, ‘nuff said. 

For further information, contact your local agent. 
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Courtesy JAM 

One area of technology that has received 
a great amount of coverage recently is that of 
virtual reality (VR). Part of the reason for the 
extent of the coverage is due to the fact that virtual 
reality offers so many promises to so many different 
fields. Imagine a physician being able to 
reconstruct, through the aid of virtual reality, a 
difficult and tricky operation. Or how about being 
able to see what your dream house looks like 
before you build it. 

The potential, almost all researchers in 
the field agree is endless. If the advent of the 
desktop computer was perhaps the most recent 
revolution in applied computer technology, many 
believe that virtual reality is the next one. 

For the amusement industry, the future 
has already arrived. VR is pushing the industry in 
many different directions, creating undreamed of 
opportunities. Companies whose previous 
experience had been limited to developing products 
for the military have suddenly found themselves 
and their technical expertise in demand as the 
amusement industry has realised the benefits of 
close co-operation with these companies to develop 
the next generation of video games; games that 
will someday make today’s Virtua Racing look as 
outdated as a hula hoop. In this month’s report we 
will review the computer revolution, and explore 
what is happening on a research level by talking 
with some of the major players. | 


A long time ago... 

Perhaps 100 years from now, when our 
grandchildren’s grandchildren look back upon the 
late 20th century, they will marvel at how wecould 
ever have lived in sucha technically primitive age. 

Whatever our descendants may ultimately 
think of us, or our crude and primitive way of life, 
the fact of the matter is that the field of virtual 
reality, barely known to the general public only 
twenty years ago, has now become, along with 
superconductivity and genetic research, one of the 
fastest growing areas of applied science. Each 
year, computers become more and more powerful 
and complex. They key to any computer system is 
still, off course, the CPU, and the silicon chips that 
drive it. Companies suchas Intel, Motorola, Texas 


Instruments, Bell Labs, and a host of others continue 
to develop ever more powerful chips. As more and 
more information is processed at greater and greater 
speeds, the ability of computers to take on more 
complex tasks correspondingly grows as well. 
Simply put, this means that more complex graphics, 
colours and computer-generated images can be 
manipulated with greater speed. Of course, getting 


the desired information into the computer has 


always been something of achallenge for computer 
scientists. Since the advent of the first computers, 
there have been many ways data has been inputed 
into the CPU. The old Unicom computers used 
keypunch cards and magnetic tape and were so big 
that they took up a separate room by themselves. 
Nowadays, these computers can still be seen in 
certain places ... such as the Science and 
Technology Museum of the Smithsonian Institution 
in Washington DC. 

Exactly when the first computers that 
offered a “virtual reality” experience appeared is 
still a matter of some debate. According to the 
University of Virginia's assistant professor Dr 
Randy Pausch, writing in the February 1993 issue 
of Computer magazine, a professor by the name of 
Dr Ivan Sutherland built the first VR system with 
a mechanically linked head tracking unit in the 
1960’s (and was to go on, along with Dr Don 
Evans, to form what many regard as the premier 
VR company). The National Air and Space 
Administration (NASA) also became involved in 
this growing field, and helped to develop 
“commercially available head-mounted displays 
and glove input devices,” according to Dr Pausch. 
These were first sold by a company called VPL. 
The founder of the company, Mr Jaron Lanier, has 
since been recognised as one of the pioneers in the 
commercial VR industry. 

The potential of this new technology was 
realised not only by those living in America. In 
1981, a young British student by the name of 
Jonathan Waldern graduated from De Monfort 
University in England, having obtained an honours 
degree in Industrial Design Engineering. He too, 
could see the potential of computers, especially 
that of computer graphics, in the field of design 
engineering. In the midst of the personal computer 
revolution, he undertook five years of study and 


PRICE * 
*SD Gundam Ne o Battling (Banpresto) Shooting Act 1135.00 
Seibu Cup Soccer Sports 1035.00 
Shanghai I Puzzle 800.00 
Shangahai II Puzzle 1085.00 
Shogun Warriors (Kaneko) Fighting 915.00 
Silent Dragon Fighting 830.00 
Soldam Puzzle 830.00 
Solitary Fighter (Violence fight II Taito) Fighting 830.00 
Sonic Wings (Aero Fighters) Shooting 830.00 
Spinal Breaker (Video system) Shooting Act 440.00 
Strike Gunner (STG Tecmo) Shooting 460.00 


Strato Fighter (Techmo) Fighting 440.00 
Street Fighter (Capcom) Fighting 830.00 
Street Smart (SNK) Fighting 630.00 
Street Fighter II Fighting 1170.00 


Street Fighter IT Champion Edition Fighting 1950.00 
Street Fighter II Hyper Fighting (Turbo) Fighting 2050.00 
Sunset Riders (Konami) Shooting Act 1135.00 
Super Formula (Video System) Racing 490.00 
Super Master's Golf (W/Special controller) Sports 1220.00 
Super Pinball Action (Tecmo) Pinball Game 745.00 
Taito Cup Finals (Taito) Sports 1220.00 
TOA Taido (Video System) Fighting 1600.00 
Task Force Harrio (UPL) Shooting 545.00 
Tecmo Knight (Wild Fang) Fighting Act 575.00 
*The Great Rag Time Show (Deco) Shooting Act 1085.00 
Thunder Blaster (Irem) Shooting 695.00 


Thunder Dragon (Tecmo) Shooting 545.00 
Thunder Force A/C (Sega) Shooting 440.00 
Time Killer (Strata) Fighting 2300.00 
TMNT (Konami Ninja Turtles) Fighting Act 830.00 


Trigon Shooting 745.00 


Truxton II Shooting 660.00 
Tumble Pop (Deco) Comical 525.00 
Twin Bee II (Konami) Shooting 680.00 
Twin Coibra (2 player Taito) Shooting 525.00 


Twin Hawk (Taito) Shooting 490.00 
Ultraman Club Shooting Act 745.00 
Undercover Cop (Irem) Fighting 1085.00 
Varth Shooting 1705.00 


*V Five (TOA) Shooting 915.00 
Vendetta (Crim Fighters IT) Fighting 830.00 
Violence Fight II (Taito) Fighting 830.00 
Volfied Puzzle 695.00 


Warriors of Fate (Capcom) Action 2125.00 
Wrestle Fest (Tecnos Japan) Fighting 525.00 
WWE Super Stars Sports 525.00 
X-Men (Konami 4 player) Fighting 1085.00 


Zero Team (Seibu) Fighting 2720.00 
Zero Wing (TOA) Shooting 490.00 
Zing Zing Zip (Tecmo) Shooting 830.00 
64 Street (Jaleco) Fighting 965.00 


* All prices are based on the exchange rate applicable at the time of printing. 
Prices may vary when goods are ordered if the exchange rate has changed. 
Allow 2-3 weeks for delivery. Add GST to all prices quoted in this publication. 
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NAME 


Golden Axe 

*Golden Axe II (Sega) - excellent game 
Golfing Greats (Konami) 

Growl (Runark) 

Covertion Kit for "Growl" Taito 
Gun Dealer 

Gun Force (Irem) 

Gun Frontier (Taito System Board) 
Gun Hawky (Irem Mystic Riders) 
*Gun Nail (Tecmo) 

Hammerin Harry (Irem) 

Hat Trick Hero (Taito) 

Hat Trick Hero '93 (Taito) 

Heated Borrell 

Hell Fire (TOA for 2 players) 
*Hook (Irem) 

Ikari (SNK) 

Karate Blazers (Video System) 


Knights of the Round 
Knuckle Heads (Namco) 
King of Dragon (Capcom) 

Macross 

Major Title I 

Major Title II 

Metafox 

Midnight Resistance (Deco) 

Mystic Warriors 

*Mystic Warriors 

*Mortal Kombat Kit 

New Atomic Punk (Bomber Man World) 
New Zealand Story 

Ninja Gaiden (Tecmo Shadow Warriors) 
Ninja Turtles (TMNT Konami) 
Pacmania (Namco) 

Pang Pong 

Punk Shot 

Perfect Billiard (Data East) 

Pipi and Bibi (TOA Floppy) 

Pocket Gal Deluxe 

Pole Position II (Namco) 

Premier Soccer (Konami) 

Puyo Puyo 

*Racing Fight (Taito) 

Raiden (Seibu) 

Rim Rockin’ Basket Ball 

Riot City 

Robocop II 

Roller Games (Konami) 

Rolling Thunder II (Namco) 

R-Type Leo (Irem) 

Ryger (Taito) 

Saboten Bombers (NMK) 

Sand Scorpion (Face) 
SAR (SNK) 

SCI Kit (Full kit Taito) 
SD Gundam (Banpresto) 


Karate Tournament (Chatanyara Kusyanku) 


NE 
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OW 


Fighting 
Fighting New 
Golf Game 
Fighting Act 
Shooting Act 
Puzzle 
Shooting Act 
Shooting 
Comic Stg 
Shooting 
Comic Action 
Sports 

Sports 
Action Shoot 
Shooting 
Action 
Shooting Act 
Fighting 
Fighting 
Action 
Fighting 
Fightin Act 
Shooting 
Golf 

Golf 
Shooting 
Shooting Act 
Comic Stg 
Ninja Action 
Fighting 
Comic 
Comic 
Fighting Act 
Fighting Actq 
Comic 
Comic 

Sports Action 
Billiard 
Comic 
Billiard 

Car Racing 
Sports 

Puzzle 
Comical Race 
Shooting 
Sports 
Fighting 

Act Shooting 
Sports 
Shooting Act 
Shooting 
Action 
Comical 
Shooting 
Shooting Act 
- Car Racing 
Action 


TYPE 


PRICE * 


545.00 
1535.00 
865.00 
990.00 
575.00 
575.00 
745.00 
765.00 
610.00 
1085.00 
545.00 
1035.00 
2380.00 
830.00 
460.00 
1085.00 
490.00 
830.00 
1400.00 
1205.00 
1085.00 
1535.00 
1390.00 
915.00 
1170.00 
745.00 
745.00 
610.00 
1670.00 
3195.00 
1085.00 
545.00 
545.00 
830.00 
830.00 
745.00 
460.00 
375.00 
850.00 
1085.00 
625.00 
2720.00 
2380.00 
1035.00 
915.00 
625.00 
660.00 
730.00 
745.00 
1085.00 
965.00 
490.00 
490.00 
745.00 
745.00 
2720.00 
460.00 
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research at the Loughborough University of 
Technology. The result was not only an outpouring 
of research that would later pioneer the virtual 
reality field, but also the development of a new, 
low cost, three dimensional CG workstation, for 
which he received his Ph.D. 

Dr Waldern then went on the establish his 
own company called HCI Service, which was a 
software consultancy that specialised in Human 
Computer Interface. The company’s business was 
to develop software systems which would allow 
for different kinds of input devices, such as the 
“mouse” which around this time was introduced to 
the personal computer sector. Dr Waldern also 
began development of ahead mounted 3D computer 
graphics system for entertainment applications. In 
1987, he received the London 
Science Centre’s “Most | 
Significant New Developmentin 
Entertainment Technology” 
award, sponsored by Walt Disney 
Corp. Finally, in 1988, Dr 
Waldern founded W Industries, 
which, as we shall see in next 
months report, was to pioneer 
virtual reality application in the 
amusement industry. 

Before going much 
further, it may be a good idea to 
define just exactly what the term 
“virtual reality” means and what 
it encompasses. In general, a 
virtual reality experience, 
attempts, through some sort of a 
computer-based system, to 
recreate reality. The key is just how close to reality 
the experience is. A more specific definition was 
offered by Dr Pausch. He defines virtual reality as 
‘‘a synthetically generated environment to the user 
through visual, auditory and other stimuli,” and 
goes on to state that, although viewing a movie 
may also seem like a virtual reality experience, 
“the two major differences between virtual reality 
and motion pictures are that virtual reality 
technology can create a much stronger illusion and 
that VR is an interactive, not passive, experience.” 

A slightly less academic definition, and 
one that may be more directly applicable to the 
coin op industry, is offered by Mr Mike Bevan, 
Editor of VR News, a British based magazine 
covering VR developments. “First you have what 
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I call a Fully Immersive System. These would 
include those machines at the high end of the 
market, along with those that use a head mounted 
system as their data input device. The second form 
of VR might be considered Semi Immersive. In 
this case, you are sitting in a vehicle of some 
description. This system may come with a motion 
platform that physically moves it in tandem to the 
onscreen action, such as Rediffusion Commander’s 
Magic Edge or the Sega AS-1 unit. What is 
essentially happening here is that the computer is 
generating images on a screen. “In this case, 
obviously, movements are much more restricted, 
and, unlike a fully immersive system, the user has 
little, if any, data input (ie control). Finally, Mr 
Bevan identifies the third type of VR as essentially 
that of the “desktop” variety. In 
this version, you’re basically 
sitting down, operating 
something like a driving game. 
The new Sega Virtua Racing 
| might be considered part of this 
| category. 
| What kinds of software 
| tools are needed, then? “Today 
computers such as the Apple 
MacIntosh, and programs such 
as Windows from Microsoft 
Corp. are two dimensional in 
design, and so, therefore, utilise 
2D tools,” explains Mr Dow, 
“You have a program going on 
in one window, and you can press 
| a button, and something will 

happen in another window. 
Now, originally, somebody had to sit down and 
write the program for this computer, “tool”, but 
today, these tools are merely subroutines that 
everyone who is involved in computer 
programming may refer to. You press a button, 
and the subroutine runs. There are standardised 
manuals etc and its much easier to change programs. 
To put it simply, we no long have to “reinvent the 
wheel” every day. Programmers can use existing 
software and build upon somebody else’s work. 
But with virtual reality, it’s a different story. 
Virtual reality is 3D, and the technology is so new 
that the number of tools available at the moment is 
rather small. Although there are some tools for 2D 
that can be made available for 3D, we need a 
complete set of tools before we can make 
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applications as easily as you can on an Apple 
computer.” Adds Mr Masahiro Hamada, Manager 
of Lab 5 of the Intelligent Electronics Laboratory 
“In terms of two dimensional CAD (Computer 
Aided Design), there is already quite a bit of 
standardisation, which means we don’t face the 
same kind of “real time” problem that the new 
virtual reality technology faces.” 

Halfway around the world, in England, a 
company called Advanced Robotics Research Ltd., 
which is part of the National Advanced Robotics 
Research Centre, was, until last autumn, working 
on telepresence technology. The Technical 
Manager of the company, Dr Robert Stone, is 
currently Honorary Senior Research Fellow at the 
University of Salford, and advises Ph.D. students 
who are involved in telepresence research. 
Although Advanced Robotics Research Ltd has a 
number of projects, it’s primary function was to 
create a workable VR workstation that incorporates 
a variety of input devices such as data gloves, 
“mice,” speech synthesisers, etc. Over the past 
several years, Dr Stone and ARRL have developed 
a number of products with long range potential, 
including such things as the world’s first 
commercial feedback glove systems, named 
Teletact (TM) and Teletact II, and the Teletact 
Commander, a low-cost hand held controller with 
tactile feedback for VR and telepresence 
applications. Perhaps the development that may 
someday have the most direct application to 
commercial VR is the system that integrates a 3D 
video/graphics production and projection system, 
and allows for multi-observer participation. 

At the 1992 Summer CES in Chicago, the 
keynote speaker, Mr George Fisher, CEO and 
Chairman of Motorola talked about the end of the 
Cold War, and the fact that many high tech 
corporations that once confined their efforts strictly 
to military applications are looking more and more 
towards commercial markets. In addition, many 
Japanese companies are rushing to form tie ups 
with a number of American giants. The recent 
agreement between Sega and GE has received a 
large amount of media attention, and Sega’s arch- 
rival Namco recently struck a deal of their own 
with the pioneers of VR research, Evans & 
Sutherland. This company first became well known 
in the early 1970’s for designing flight simulator 
software. By 1990, they had developed what were 
generally recognised to be the most detailed 


programs available for flight simulation training, 
and their main customers were NASA and the US 
Air Force. The ESIG 3000 and 4000 were released 
that year. The former simulator could be run in a 
number of different modes including day, dusk 
and night. The software that was used in an image 
generation system that offered a number of special 
effects including clouds, glare, fog, athunderstorm 
cell, patchy fog, lightning, wet runway and a snow 
covered runway. Military applications included 
combat mission rehearsal, weapons tactics, full 
mission simulation (from leaving the ready room 
to flying in formation) and even space operational 
training. The Air Force also purchased the ESIG 
4000, which the company advertises as their “top 
of the line” model for use in low-altitude, high- 
speed simulation training. Evans & Sutherland 
recently signed as agreement with Japan’s Namco 
Corp. to work together to create technologies 
specifically for the amusement market. From a 
commercial point of view, products such as the 
ESIG 3000 and 4000, although outstanding in 
their quality, and far beyond anything currently 
available in the commercial market, are also far 
beyond the economic reach of most people in the 
amusement industry. Ithas not yet been announced 
as to exactly what kinds of products both Evans & 
Sutherland and Namco plan to develop, but one 
would assume that some kind of “virtual flying” 
game may eventually be produced. 

Among academics and researchers, there 
is a great deal of diversity of opinion in regards to 
the commercial application of VR. Dr Pausch has 
stated that “successful commercial VR applications 
are likely to come, but not quickly.” Both he and 
Mr Dow have emphasised that because the 
technology is new, it will take time to learn how to 
use it effectively. Yet, companies such as W 
Industries, as well as Japanese game manufacturers 
such as Sega have already begun to place lower- 
end VT technology on the marketplace. From an 
engineering standpoint, the technology is still 
crude. “Edisons first motion pictures appeared in 
1890, but for 2 years movies were little more than 
recordings of stage performances. It was 50 years 
until artists exploited the strengths of the new 
medium in films such as “Citizen Kane.” We may 
be heading into a similar waiting period with VR,” 
said Dr Pausch. His advice is to continue doing 
research in head mounted displays and 3D graphics. 
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NAME TYPE 


Aero Fighter (Sonic Wings) 

Air Inferno Kit Consist of PC Board & Handle Unit 
Air Buster (Namco) 

Alien Storm (Sega) 

Arabian Fight 

Arabian Magic (Taito) 

Asterix (Konami English version) 
Atomic Punk (Bomber Man) 

Bucky O'Hare (Konami) 

Bomber Man (Dyna Blaster Irem) 
Bomber Man World (New Atomic Punk) 
*Boogie Wings (Deco, The Great Rag Time Show) 
Cadash (Taito English version) 
*Cadillacs (Capcom) 

Champion Wrestler (Taito English version) 
Chase HQ (Taito full kit) 

Cluch Hitter 

Columns I 

Combatribes (Technos Japan) 

Cosmo Gang The Puzzle (Namco) 
Cosmo Gang the Video 

Cotton (Sega) 

Crime Fighters (Konami for 2-4 players) 
Crime Fighters II (konami for 2-4 players) 
Crude Buster (Deco) 

Cybattler (Jaleco) 

Dark Seal II (Deco) 

Dead Connection (Taito) 

Death Blade (Data East) 

Diet Go Go (Deco) 

Dinorex (Taito) 

*Dogyuun (TOA) 

Double Dragon III (Technos Japan) 
Down Town (Taito) 

Drift Out (Visco) 

Dyna Blaster (Bomber Man Irem) 
*Dynasty War II (Capcom Warriors of Fate) 
*Farth Joker (Visco) 

EDF Joker (Visco) 

Explosive Breaker (Kaneko) 

Exvania (Namco) 

F/A (Namco) Fighters and Attacker 
Funky Jet (Deco) 

F1 Grand Prix (Video System) 

*F1 Grand Prix II (Video System) 
*Fighter's History 

*Final Star Force - excellent game 

Fire Shark (TOA) 

*Fixeight (Taito) excellent game 

Flipper Jack 

*Fujiyana Buster (Kaneko) 

*Gaiapolis (Konami) 

GI Joe (Konami) 


Shooting 
Helicopter 
Shooting 
Shooting Act 
Fighting 
Action 
Comical 
Comic 
Comic Shoot 
Comic 
Comic 
Comic 

Roll Playing 
Action 
Fighting 

Car Racing 
Sports 
Puzzle 
Fighting 
Puzzle 
Shooting 
Shooting 
Fighting 
Fighting 
Fighting 
Shooting 
Action 
Shooting 
Fighting 
Comic 
Fighting 
Shooting 
Fighting 
Fighting Act 
Car Racing 
Comic 
Action New 
Shooting 
Shooting 
Shooting New 
Fighting Act 
Shooting 
Action New 
Car Racing 
Car Racing 
Fighting New 
Fighting 
Shooting 
Shooting 
Flipper Game 
Fighting 
Action 
Shooting Act 


PRICE * 


830.00 
2330.00 
525.00 
575.00 
1205.00 
1000.00 
1035.00 
660.00 
1035.00 
660.00 
1085.00 
1085.00 
460.00 
2580.00 
715.00 
2550.00 
830.00 
695.00 
460.00 
915.00 
1255.00 
660.00 
745.00 
1085.00 
670.00 
915.00 
660.00 
865.00 
745.00 
630.00 
745.00 
865.00 
460.00 
510.00 
525.00 
645.00 
2130.00 
1135.00 
490.00 
715.00 
745.00 
715.00 
745.00 
575.00 
595.00 
2890.00 
915.00 
575.00 
795.00 
575.00 
915.00 
2890.00 
990.00 
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Sega, Nintendo announce downloading plans. Coming soon to 
American TV sets; the “Sega Channel” for 16-bit games; in 
Japan, Nintendo creates satellite link for nationwide same- 
time games. Courtesy Replay. 


Just as HBO started a revolution in 
regular TV in 1983, the “Sega Channel” and 
“Nintendo Channel” are coming 1992 and ’93, 
to start a revolution in hi-tech digital delivery of 
entertainment. Sega of America, Inc. and 
Nintendo Ltd (Japan) have separately announced 
ambitious plans to “download” 16-bit video games 
to home video game systems. 


The Sega system is for the US market, in \ 


co-operation with Time-Warner and Tele- 

Communications Inc. (Americas two largest cable 
TV operators) and will kick off this fall. Nintendo’s 
system is for the Japanese market; it involves the 
vidgame giant becoming the largest share-holder in 
an existing satellite broadcast venture. It begins 
service next spring. 

Sega announced April 14 that itself, TW 
and TCI intend to establish a joint venture this 
summer, perhaps out of Sega’s new Redwood City, 
Calif. headquarters. This setup will involve a special 
adapter for Sega’s “Genesis” 16-bit home video 
games systems. A tuner/decoder will plug into the 
cartridge slot and attach to the TV cable. The TV 
screen will show amenu of choices (games, previews, 
playing tips etc). Players can select a game which is 
“available in minutes, and plays identically to the 
cartridge version,” said Sega. News, contests and 
promotions will also be part of the programming. 

American cable subscribers will be able to 
buy into a “Sega Channel” for about the same cost as 
most pay cable subscription services. Test marketing 
of the Sega Channel will start this fall in about 2,000 
homes. Full service will be offered to all 20 million 
of Time-Warner and TCI subscribers in about 18 
months. The Wall Street Journal quoted Sega sources 
as predicting the Sega Channel will earn about $30 
million from one million subscribers by the end of 
1994,; two million customers are projected by the 
end of °96. 

Sega has sold over seven million Genesis 
systems in the US so far, and is predicting 12 to 14 
million units in use by year’s end. Sega of America 
president Tom Kalinske said the Sega Channel would 
also boost retail sales of cartridges. 

News of Nintendo’s plans comes to us 


courtesy 

of Game Machine Magazine 

(Osaka, Japan). Nintendo will start satellite 

broadcast of 16-bit game service for home video 

systems from about April 1994. The system will 

enable games to start and end simultaneously 

throughout Japan. Nintendo has invested around $6 

million (782 million yen) in Satellite Digital Audio 

Broadcasting Co. for this purpose, becoming the 
largest shareholder, with 19.3% of all shares. 

This existing satellite firm is in the 
subscription music biz, but hasn’t done too well with 
that market. Now Nintendo’s going to devote some 
unused frequencies to video games, and others to 
new educational and data services. Nintendo 
announced its satellite investment on March 18. 

Like Sega’s downloading plan, Nintendo’s 
will require the player to attach some new gadgets to 
his home vidgame system so it can “talk to” the 
central broadcast station. Nintendo and its satellite 
partner are developing software in the form of a 
dedicated decoder and adapter, plus a dedicated 
cartridge. The additional music and information 
services will use different Nintendo cartridge adapters. 
Right now, Nintendo’s satellite partner has only 
40,000 subscribers to its music service. Its satellite 
subscription business is expected to soar once vidgame 
service begins. 


Beatem , 
down. — 
No crimit 


his revenge, 


Frank Castle, Marine Captain, 
Vietnam veteran, One day Y, 
on leave, he went on a 
picnic in Central Park with, 
his wife and two kids, But 
tragedy lay in wait for the Castles. They 
witnessed a gangland murder, and were killed 


for what they saw, Only Frank didn’t die. a 
He survived, reborn as the Punisher, a vengeful c> 
warrior waging a bloody one-man war on crime. > 
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LOCAL COMMENT 


One operator who recently objected to 
an article in his local newspaper was Vic Taiaroa 
from “Apollos Amusement Arcade” - New 
Plymouth. His local paper criticised local 
parlours for allowing school age children into 
their centres during school hours - Vic clearly 
objected to this and approached his paper. We 
reprint below the article printed in response to 
Mr Taiaroa’s comments. 


Truant claims upset 

games parlour operator 

A New Plymouth amusement parlour 
is upset by police comments that operators are 
encouraging young people to play truant from 
school by letting them play games during school 
hours. 

In a story published in the North 
Taranaki Midweek recently Senior Constable 
Trevor Smith of the New Plymouth Police’s 


youth aid section said the police were becoming 
concerned by the growing number of young 
people playing video games when they should 
be at school. 


Mr Smith added that parlour operators 
had a moral obligation not to encourage the 
students and let them (youth aid) know if they 
felt there was a problem. 

However, the manager of Apollo’s 
Amusement Arcade in Devon St East (opposite 
The Warehouse) Vic Taiaroa disputes the 
police’s view that there is a problem at all. 

“Like the police, I too am concerned 
with how young people spend their time 
although I can definitely say that I do not 
encourage young ones to play games during 
school hours.” 

Mr Taiaroa says Apollo’s has been 
operating in central New Plymouth for almost 
three years and he had never received any 
complaints about young people becoming 
addicted to the games or spending time in there 
when they should be in school. 

“In fact most of the comments have 
been very positive, mainly about how we operate 


the arcade and how clean and tidy the premises 
are kept. 

“We also have strict rules and any 
customers who do not adhere to them are asked 
to leave.” 

Mr Taiaroa says Apollo’s is more than 
just a video game parlour but a total 
entertainment centre for the whole family. 

‘We have a variety of games including 
table tennis, pool tables and pinball.” 

The venue is also hired out to a variety 
of sports, service and school groups for fun 
events or fund-raising ventures. 

“I don’t think teachers would be 
bringing their pupils here if they thought there 
was something wrong with it.” 

He believes a lot of the negative 
comments come from people who have never 
been to an amusement arcade and therefore do 
not understand what goes on. 

His customers come from all walks of 
life from children through to working adults 
who will go in during their lunch hours. 

Mr Taiaroa says he would like to think 
that arcades like Apollo’s are serving a useful 
purpose in the community and it is unfair they 
receive so much bad publicity. 


top-selling 45s and CDs at key one-stops as of April 23, 1993 


* 


1. CAT’S IN THE CRADLE, Ugly Kid Joe, Mercury 864888 
2. LOVE IS, V. Willimas/B. McKnight, Reprise 18630 

3. SIMPLE LIFE, Elton John, MCA 54581 

4. SWEET THING, Mary J. Blige, MCA 54586 

5. LIVIN’ ON THE EDGE, Aerosmith, Geffen 19149 

6. | SEE YOUR SMILE, Gloria Estefan, Epic 74847 

7. | FEEL YOU, Depeche Mode, Reprise 18600 

8. I’M EVERY WOMAN, Whitney Houston, Arista 2519 

9. BED OF ROSES, Bon Jovi, Mercury 864852 


* 10. | HAVE NOTHING, Whitney Houston, Arista 2527 


* = significant crossover activity 


POP PICK HITS 
LET'S GO THROUGH THE MOTIONS 
Jodeci - MCA 54602 


HAVE | TOLD YOU LATELY 
Rod Stewart - Warner Bros. 18511 


WHO IS IT 
Michael Jackson - Epic 74406 


THAT’S THE WAY LOVE IS 
Bobby Brown - MCA 56418 


COME UNDONE 
Duran Duran - Capitol 44918 


1. TONIGHT | CLIMBED THE WALL, Alan Jackson, Arista 2514 COUNTRY PICK HITS 
2. ROMEO, Dolly Parton, Columbia 74876 HOMETOWN HOMEYA#OON 
3. THE HEART WON'T LIE, R. McEntire/V. Gill, MCA 54599 
* 4. ALIBIS, Tracy Lawrence, Atlantic 87372 Far loveless Gee Ae. 
5. SHE’S NOT CRYING ANYMORE, Billy Ray Cyrus, Mercury 864778 aaa 
6. MY BLUE ANGEL, Aaron Tippin, RCA 62430 Randy Travis - Warner Bros. 18616 
7. WHEN MY SHIP COMES IN, Clint Black, RCA 62429 vavicamate 
8. HEARTLAND, George Strait, MCA 54563 Tanya Tucker - Liberty 56985 
© 9. SHE DON’T KNOW BEAUTIFUL, Sammy Kershaw, Mercury 864854 | WANNA TAKE CARE OF YOU 
10. LEARNING TO LIVE AGAIN, Garth Brooks, Liberty 56973 Billy Dean - Liberty 56984 
64 * 1. FREAK ME, Silk, Elektra 64654 R&B PICK HITS 
* 2. COMFORTER, Shai, MCA 54596 WHO IS IT 
3. DON’T WALK AWAY, Jade, Reprise 18686 nese acu in a 
* 4.1 HAVE NOTHING, Whitney Houston, Arista 2527 THAT'S TH 
+ 5, SWEET THING, Mary J. Blige, MCA 54586 pacdnccemanseratee 
* 6. GET AWAY, Bobby Brown, MCA 54511 ce 
* 7. 1F 1 COULD, Regina Belle, Columbia 74864 
* 8. LOVES, V. Williams/B. McKnight, Reprise 18630 es 
9. DROP IT ON THE ONE, Bobby Brown Posse, MCA 54570 ‘ie wae iia 
* 10. KISS OF LIFE, Sade, Epic 74845 Tisha - Capitol 44898 


CDs 


1. ERIC CLAPTON UNPLUGGED, Reprise 45024 
2. THE BODYGUARD SOUNDTRACK, Arista 18699 
3. SOME GAVE ALL, Billy Ray Cyrus, Mercury 510635 


4. SONGS OF FAITH AND DEVOTION, Depeche Mode, Warner 45243 


5. POCKET FULL OF KRYPTONITE, Spin Doctors, Epic 474617 
6. ALIBIS, Tracy Lawrence, Atlantic 82483 
7. IT’S YOUR CALL, Reba McEntire, MCA 10673 
8. BREATHLESS, Kenny G., Arista 18646 
9. TEN SUMMONER’S TALES Sting, A&M 0070 
10..12 INCHES OF SNOW, Snow, Eastwest 92207 


NE OU 


Roars Into Roppongi GiIGO 


At the AOU show this past February, 
Sega introduced an upgrade version of Virtua 
Racing, called Virtua Formula, which simulates 
the experience of formula racing. The new, 
large-sized Virtua Formula unit features a 
moving cockpit operated by an air system and a 
special vibration unit. Sega has installed the 


game on the ground floor of the urban 
amusement park Roppongi Gigo. The machines 
were modified specifically for the needs of this 
amusement complex, and up to four machines 
can enjoy interactive play at one time. An 
optional large sized projector and 25" monitor 
are available to attract and entertain spectators. 
They form a “live race 
relay system,” which 
automatically selects and 
screens the view from 
different players’ screens. 
The winner receives a 
photo of the event printed 
out by a special video 
printer. One play cost 
Y500 ($8.50NZ). 


NAMCO TO INVEST IN 3DO 


Namco announced its intention to join 
companies such as Matsushita Electric, the US 
company Electronic Arts, Time-Warner and 
Matsushita-subsidiary MCA in investing in the 
new US multi-media equipment and software 
development company 3DO. 

Namco already signed a third-party 
licensing agreement with 3DO last year and 
this, along with other factors, has led to the 
decision to invest. The investment amount and 
percentage have not yet been released. The 
move allows Namco wider access to the home 
TV game machine field through 3DO. A 
spokesperson from Namco’s advertising office 
commented, “We have not yet reached the 
negotiations stage, but in view of the market 
share of heavy weights such as Sega and 
Nintendo, we feed there is a higher possibility 
for us to enter the market via the Matsushita 
home appliance route. There is a very strong 
likelihood that 3DO will establish new markets 


for which we intend to supply software.” 

3DOis developing its own unique multi- 
media equipment and software and has already 
announced and exhibited its game machine 
incorporating a 32-bit RISC chip in its CPU at 
the Winter CES in Las Vegas. The machine has 
capabilities heretofore unseen in game 
machines, including a 16 million pixel colour 
display and texture mapping. It is due for 
release on the American market this fall at a 
price of $700. 

A total of 80 companies have signed 
licensing agreements with the company, most 
of them American. The Japanese companies 


ME O07 


Pinball That Really "Vamps" 


Williams Electronics captures the haunting power 
of one of the year’s most successful movies: 
“Dracula’”’ 


Vampires, they say, live forever 
... and a new flipper game based on the 
world’s most famous vampire is 
bidding for coin-op immortality. In 
collaboration with Columbia Pictures 
and film director Francis Ford 


all there under the glass. The pin 
includes the film’s original score, 
custom speech from actor Gary Oldman 
(who played the Count) and other actors 
in the movie and - get this - actual 


Coppola, Williams Electronic 
Games, Inc. is out to prove that 
“love never dies” with the 
introduction of its sensational 
new pinball, Dracula. 

With world-wide box 
office revenues exceeding $200 
million, the film has already 
become one of the year’s biggest 
international successes. The 
pinball, introduced to the trade at 
ACME ’93, is likewise ready to 
“take flight.” Williams says its 
got some of the most dynamic 
features ever for a pinball 
machine. 

Dracula, the pinball, 
Closely follows the storyline of 
Bram Stoker’s horror novel and 
Coppola’s romantic film 
adaptation. From Drac’s manor 
house in London, to his 
Transylvanian castle and of |= 


course, his cherished coffin, it’s 
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movie footage translated 
into “Dot-Mation” 


DRACULA 


PLAYFIELD SHOT MAP 


animation on the dot- 
matrix screen! 

Players can 
“stake” their claim to a 
true first in pinball 
history: “multi-multi- 
multi-ball” (yes, that’s 
three multis). From 
Dracula’s castle through 
the green mist floats the 
mystical, magnetised ball 
on its journey across the 
playfield to the sanctuary 
of the Abbey. Hitting the 
ball unleashes 2-ball 
“Mist Multi-Ball” where 
all ramps and tunnels are 
worth 10 million points. 
From there, players can 
active 3-ball “Castle 
Multi-Ball” and even 
“Coffin Multi-Ball” 
which puts four balls in 
play and jacks up award 
values two and three times. Hundreds 
of millions of points can be earned in 
this mode. 

During video mode, players must 
use flippers to “shoot” at wolves on the 
dot-matrix screen. The entire sequence 
is done in blood red and the animation 
is really impressive. Williams says 
gargoyles, rats, bats, dungeon 
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F 100K TO 
P= 5 MILLION 


S LIGHTS ? MYSTERY 


a SPECIAL 


oo CASTLE MULTIBALL 


: } SHOOT AGAIN 


passageways, the crazed Renfield kept 
prisoner, and many other mysteries 
await players who fall under Dracula’ s 
spell. 

“In all, Dracula is a pinball that 
players can really sink their teeth into,” 
smiled the folks at Williams. For more 
information, flap on over to your local 
distributor. 
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